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Misiunea programului de studii:
Creating specialists able to develop video games and market them as entrepreneurs / Crearea de specialisti capabili s& dezvolte jocuri video si sa le lanseze pe piata ca antreprenori.

Obiectivele programului de studii:

1. Offering graduates a specialization dedicated to deepening the field of video game development / Oferirea catre absolventi a unei specializari dedicate aprofundarii domeniului dezvoltarii jocurilor video
(OP1),

2. Offering modern skills in video game design, analysis and implementation, including 2D/3D game art, game sound and music, game business and marketing / Conferirea unor abilitati moderne cu privire
la designul, analiza si implementarea jocurilor video, inclusiv artd 2D/3D fin jocuri, sunet si muzica in jocuri, bussines si marketing de jocuri(OP2),

3. Researcher skills training for graduates of the bachelor cycle in the field of video game development Formarea abilitatilor de cercetator pentru absolventii ciclului de licenta in domeniul dezvoltarii de
jocuri video (OP3).

Compententele programului de studii:

Competente profesionale:

1. Developing in the fields of programming, audio, video and graphics-production. / Dezvoltare in domeniul programarii, audio, video si productie grafica.

2. Ability to work with modern game engines and use cutting edge hardware and software solutions for game development. / Abilitatea de a lucra cu platforme moderne si folosirea de tehnologie hardware
si software in dezvoltarea de jocuri video.

3. Design of game processes and game mechanics, product management, game production. / Designul proceselor si regulilor de joc, managementul proiectelor si productia jocurilor.

4. Innovative solving of complex problems in inter-disciplinary co-operation and team-working. / Solutionarea in mod inovativ a problemelor complexe din domeniul dezvoltarii jocurilor video prin intermediul
cooperarii inter-discriplinare si a muncii in echipa.

Competente transversale:

CT1. Carry out principles of ethics, professional values and responsible execution for professional tasks related to research abilities under autonomous decision making based on fair judgment and self-
evaluation. / Aplicarea valorilor si eticii profesiei de cercetator si executarea responsabila a sarcinilor profesionale in conditii de autonomie si luare de decizii bazate pe evaluare si autoevaluare.

CT2. Completing activities and executing roles that are intrinsic to team-work on different hierarchical levels, proving leadership and entrepreneurship skills, promoting dialogue, cooperation, positive
attitudes, respect to others, promoting diversity, multiculturalism and self-improvement. / Realizarea activitafilor si exercitarea rolurilor specifice muncii in echipa, pe diferite paliere ierarhice, manifestand
spirit de initiativa si antreprenorial si rol de lider bazat pe promovarea dialogului, cooperarii, atitudinii pozitive, respectului reciproc, diversitatii si multiculturalitatii si imbunatatire continua a propriei activitati.
CT3 Correct self-evaluation for continuous professional improvement to enter the work market, adapt to its needs and self-development for efficient use of language and knowledge in information
technology and communication. / Autoevaluarea obiectiva a nevoii de formare profesionala, continua, in scopul insertiei pe piata muncii si al adaptarii la dinamica cerintelor acesteia si pentru dezvoltarea
personala si profesionala si utilizarea eficienta a abilitatilor multilingvistice si a cunostintelor de tehnologia informatiei si a comunicarii.




Rezultatele invatarii specifice programului de studii:

Cunostinte

Aptitudini

Responsabilitate si autonomie

C1. The student/graduate describes, identifies, and summarizes basic and advanced
concepts and methods related to video game design, understanding their application
in solving concrete problems. / Studentul/absolventul descrie, identifica si
sumarizeaza concepte si metode de baza si avansate privind design-ul jocurilor video,
intelegand modul lor de aplicare in rezolvarea unor probleme concrete.

C2. The student/graduate knows, understands, and describes the role of simulations
in video games across different platforms. / Studentul/absolventul cunoaste, intelege
si descrie rolul simularilor in jocurile video pe diferite platforme.

C3. The student/graduate knows, understands, and explains modern methods,
strategies, structures, algorithms, and techniques for the design, analysis,
implementation, and testing of video games on various hardware and software
technologies. / Studentul/absolventul cunoaste, intelege si explica metode, strategii,
structuri, algoritmi si tehnici moderne pentru proiectarea, analiza, implementarea si
testarea jocurilor video pe diverse tehnologii hardware si software.

C4. The student/graduate knows and synthesizes advanced concepts, resources, and
techniques related to modern software technologies that enable the integration and
incorporation of artificial intelligence, rendering processes, and crowd simulations in
complex video games. / Studentul/absolventul cunoaste si sintetizeaza concepte,
resurse si tehnici avansate conexe tehnologiilor software moderne care permit
integrarea si incorporarea inteligentei artificiale, a proceselor de redare/randare, a
simul&rilor multimilor in cadrul jocurilor video complexe.

C5. The student/graduate knows, understands, and explains the fundamental
concepts and principles of management and marketing in the video game industry. /
Studentul/absolventul cunoaste, intelege si explica conceptele si principiile
fundamentale ale managementului si marketingului in industria jocurilor video.

C6. The student/graduate knows, understands, and explains the fundamental
concepts and principles of visual and audio art processes that underpin video
games. / Studentul/absolventul

cunoaste, intelege si explica conceptele si principiile fundamentale ale proceselor de
arta (vizuala si audio) care stau la baza jocurilor video.

A1.1 The student/graduate determines what game design means,
distinguishing it from programming, art, and production. /
Studentul/absolventul determina ce inseamna game design, delimitandu-|
de programare, arta si productie.

A1.2 The student/graduate creates the documents used in game
development, with emphasis on the Game Design Document (GDD), High
Concept Document (HCD), and pitching to stakeholders. /
Studentul/absolventul creeaza documentele folosite in proiectarea jocurilor,
cu accent pe Game Design Document (GDD), High Concept Document
(HCD) si Pitching catre stakeholderi.

A1.3 The student/graduate develops a mini-portfolio: High Concept, GDD
skeleton, simple prototype, and testing plan, connecting the course topics
into a coherent workflow. / Studentul/absolventul dezvolta un mini-portofoliu:
High Concept, schelet de GDD, prototip simplu si plan de testare, conectand
temele cursului intr-un flux coerent.

A1.4 The student/graduate determines the implications of philosophy and
ethics in game design, differentiating fair practices and patterns, while
considering accessibility, inclusion, and responsibility towards players. /
Studentul/absolventul determina implicatiile filozofiei si ale eticii in design-ul
ljocurilor, diferentiind practici echitabile, pattern-uri, tinand cont de
accesibilitate, incluziune si responsabilitatea fata de jucatori.

IA2.1 The student/graduate develops a complete 2D and 3D project
workflow: project requirements presentation — GDD — prototypes — team
pitching — marketing & devlog — testing process — final presentations and
reviews, ensuring coherence between objectives, execution, and evaluation.
/ Studentul/absolventul dezvolta un flux complet de proiect 2D si 3D: project
requirements presentation — GDD — prototypes — teams pitching —
marketing & devlog — testing process — final presentations and reviews,
asigurand coerenta dintre obiective, executie si evaluare.

IA2.2 The student/graduate identifies fundamental and advanced concepts in
different game engines: Unity, Unreal, and Godot. / Studentul/absolventul
determina notiuni fundamentale si avansate pe diferite motoare de jocuri:
Unity, Unreal si Godot.

IA2.3 The student/graduate explains interaction on video game consoles:
control schemes, vibration/HD Rumble, adaptive triggers, platform
guidelines, and certification requirements. / Studentul/absolventul explica
interactiunea pe console de jocuri video: schemele de control, vibratie/HD
Rumble, triggere adaptive, ghiduri de platforma si cerinte de certificare.

IA3.1 The student/graduate applies vector operations: dot product,
orthogonality, and cross product, following the rules of linear algebra and
providing geometric interpretation. / Studentul/absolventul aplica operatiile
cu vectori: produsul scalar, ortogonalitatea si produsul vectorial, respectand
regulile de algebra liniara si oferind interpretare geometrica.

IA3.2 The student/graduate explains the relationship between requirements,
design, and execution: how the fundamentals of software engineering for
games guide the selection of design patterns and strategies of parallelism
and concurrent programming to achieve performance and maintainability
objectives. / Studentul/absolventul explica relatia dintre cerinte, design si

execitie: cuum Fundamentals of Software Fnaineerina for Games condue

RA1.1 The student/graduate assumes responsibility for the preparation and
presentation of design documentation, complying with ethical and professional
requirements. / Studentul/absolventul isi asuma responsabilitatea pentru
elaborarea si prezentarea documentatiei de design, respectand cerintele etice si
profesionale.

RA1.2 The student/graduate works independently on the development of a
prototype and demonstrates initiative in integrating the feedback received. /
Studentul/absolventul lucreaza autonom la dezvoltarea unui prototip si
demonstreaza initiativa in integrarea feedback-ului primit.

RA1.3 The student/graduate collaborates effectively within a team, taking on
specific roles in the video game design process. / Studentul/absolventul
colaboreaza eficient in echipa, asumandu-si roluri specifice in cadrul procesului
de design al jocurilor video.

RA2.1 The student/graduate assumes responsibility for developing functional 2D
and 3D prototypes, following the stages of the project. / Studentul/absolventul fsi
asuma responsabilitatea pentru dezvoltarea unor prototipuri functionale 2D si 3D,
respectand etapele proiectului.

RA2.2 The student/graduate demonstrates autonomy in exploring and integrating
different game engines. / Studentul/absolventul demonstreaza autonomie in
explorarea si integrarea diferitelor motoare de joc.

RA2.3 The student/graduate takes on coordination roles in interdisciplinary
teams, meeting deadlines and quality standards. / Studentul/absolventul isi
asuma roluri de coordonare in echipe interdisciplinare, respectand deadline-urile
si standardele de calitate.

RA3.1 The student/graduate works independently in applying mathematics and
algorithms to concrete simulation scenarios. / Studentul/absolventul lucreaza
independent in aplicarea matematicii si algoritmilor la situatii concrete de
simulare.

RAS3.2 The student/graduate assumes responsibility for testing and optimizing the
proposed software solutions. / Studentul/absolventul isi asuma responsabilitatea
pentru testarea si optimizarea solutiilor software propuse.

RAS3.3 The student/graduate demonstrates autonomy in selecting and
implementing relevant design patterns. / Studentul/absolventul demonstreaza
autonomie in selectarea si implementarea de design patterns relevante.

RA4.1 The student/graduate assumes responsibility for developing ethical and
sustainable Al solutions. / Studentul/absolventul isi asuma responsabilitatea
pentru dezvoltarea unor solutii Al etice si sustenabile.

RA4.2 The student/graduate works independently on prototyping and evaluating
machine learning models. / Studentul/absolventul lucreaza autonom la
prototiparea si evaluarea modelelor de invatare automata.

RA4.3 The student/graduate collaborates in team projects, taking on complex
implementation and testing tasks. / Studentul/absolventul colaboreaza in proiecte
de echipa, asuméandu-si sarcini complexe de implementare si testare.

RA5.1 The student/graduate assumes responsibility for planning and
coordinating projects, monitoring the team’s progress. / Studentul/absolventul isi
asuma responsabilitatea pentru planificarea si coordonarea proiectelor,
monitorizand nroaresul echinei




selectia de design patterns si strategii de Parallelism and Concurrent
Programming pentru a atinge obiectivele de performanta si mentenabilitate.
A3.3 The student/graduate explains the implementation and optimization of
pixel shaders for the prototype video game. / Studentul/absolventul explica
realizarea si optimizarea Pixel Shaders for the prototype video game

A4.1 The student/graduate applies the fundamentals of deep learning and
the role of linear models in game-related problems (approximating
value/policy functions). / Studentul/absolventul aplica fundamentele deep
learning si rolul Linear models in probleme de jocuri (aproximarea functiilor
de valoare/politici).

A4.2 The student/graduate develops an A2C (Advantage Actor-Critic):
environment interface, reward shaping, advantage normalization, and
optimization stability. / Studentul/absolventul dezvoltd un A2C (Advantage
Actor-Critic): interfata cu mediul, reward shaping, normalizarea avantajului,
stabilitatea optimizarii.

A4.3 The student/graduate explains agent-based models, social force
models, potential fields, and local rules for avoidance, cohesion, and
alignment. / Studentul/absolventul explicd modele agent-based, social force,
campuri de potential si reguli locale pentru evitare, coeziune si aliniere.

A5.1 The student/graduate explains the types and methods of project
management (Agile-Scrum, Kanban; Waterfall; Hybrid; Lean;
Stage-Gate/Greenlight) and the criteria for choosing among them based on
risks and constraints. / Studentul/absolventul explica tipurile si metodele de
Project Management (Agile-Scrum, Kanban; Waterfall; Hybrid; Lean; Stage-
Gate/Greenlight) si criteriile de alegere in functie de riscuri si constrangeri.
A5.2 The student/graduate develops a complete project plan for a game:
defining roles, selecting the methodology, planning and scheduling,
preparing the set of documents and diagrams, risk matrix, performance
monitoring mechanisms, and procedures for virtual teams. /
Studentul/absolventul dezvolta un plan complet de proiect pentru un joc:
definirea rolurilor, selectarea metodei, planificare si scheduling, setul de
documente si diagrame, matricea de risc, mecanismele de monitorizare a
performantei si procedurile pentru echipe virtuale.

/A5.3 The student/graduate identifies sources of game funding and investors:
bootstrapping, grants, publishers, crowdfunding, VC/angels; and explains
concepts such as term sheets, milestones, revenue share, and due
diligence. / Studentul/absolventul determina surse de game funding and
investors: bootstrap, granturi, publisheri, crowdfunding, VC/angels; explica
notiuni de term sheet, milestone-uri, revenue she si due diligence.

IA6.1 The student/graduate develops a coherent set of 2D/3D assets that
follow composition principles, color theory, and visual perception rules,
demonstrating stylistic consistency and technical performance in the game. /
Studentul/absolventul dezvolta un set coerent de asset-uri 2D/3D care
respecta Composition principles, Color Theory si Visual perception rules,
demonstrand consistenta stilistica si performanta tehnica in joc.

IA6.2 The student/graduate selects open-source software for 2D/3D game
art. / Studentul/absolventul selecteaza programe open-source din 2D/3D in
Game Art.

A6.3 The student/graduate implements a complete audio pipeline:
specifications — audio recording — editing/cleaning — implementation in
sound system design — rules for voice limiting & prioritization — interactive
mixing — validation through playtests and measurement of
immersion/emotion indicators. / Studentul/absolventul implementeaza un
audio pipeline complet: specificatii — audio recording — editare/curatare —
implementare in sound system design — reguli de voice limiting &
prioritization — interactive mixing — validare prin playtests si masurarea
indicatorilor de imersiune/emotie.

RA5.2 The student/graduate demonstrates autonomy in developing funding and
marketing strategies. / Studentul/absolventul demonstreaza autonomie in
elaborarea strategiilor de finantare si marketing.

RA5.3 The student/graduate makes informed decisions, respecting time, budget,
and resource constraints. / Studentul/absolventul ia decizii informate, respectand
constrangerile de timp, buget si resurse.

RAG6.1 The student/graduate assumes responsibility for creating and integrating
visual and audio assets into a complete project. / Studentul/absolventul isi asuma
responsabilitatea pentru crearea si integrarea asset-urilor vizuale si audio intr-un
proiect complet.

RA6.2 The student/graduate works independently on developing an artistic
portfolio relevant to the industry. / Studentul/absolventul lucreaza autonom in
dezvoltarea unui portofoliu artistic relevant pentru industrie.

RA6.3 The student/graduate collaborates in multidisciplinary teams, respecting
the visual and auditory identity of the project. / Studentul/absolventul colaboreaza
in echipe multidisciplinare, respectand identitatea vizuala si auditiva a proiectului.




Rezultatele complementare ale invatarii:

Cunostinte

Aptitudini

Responsabilitate si autonomie

C1. The student/graduate knows, understands, and explains the basic rules,
concepts, and principles of developing a complex video game within a team. /
Studentul/absolventul cunoaste, intelege si explica regulile de baza, conceptele si
principiile de dezvoltare a unui joc video complex intr-o echipa.

C2. The student/graduate knows, understands, and explains the principles of ethics
and scientific integrity in practical and professional activities. / Studentul/absolventul
cunoaste, intelege si explica principiile eticii si integritatii stiintifice in activitatile
practice si profesionale.

A1.1 The student/graduate applies programming and artistic knowledge in
developing game functionalities. / Studentul/absolventul aplica cunostintele
de programare si artistice in dezvoltarea functionalitatilor de joc.

A1.2 The student/graduate integrates visual and audio assets into an
engine, following the production pipeline. / Studentul/absolventul integreaza
asset-uri vizuale si audio intr-un engine, respectand pipeline-ul de productie.
A1.3 The student/graduate tests and debugs prototypes, optimizing
performance and eliminating errors. / Studentul/absolventul face debug si
testeaza prototipuri, optimizand performanta si eliminand erorile.

A1.4 The student/graduate uses version control tools (Git, Perforce) for
managing code and resources. / Studentul/absolventul foloseste
instrumente de versionare (Git, Perforce) pentru managementul codului si
resurselor.

A2. The student/graduate applies the fundamental principles of ethics and
legislation in the field of professional development, including aspects related
to professional integrity. / Studentul/absolventul aplica principiile
fundamentale de etica si legislatia in domeniul dezvoltarii profesionale,
inclusiv in ceea ce priveste aspectele legate de integritatea profesionala.

RAC1.1 The student/graduate assumes responsibility for specific tasks within the
development team, meeting established deadlines and standards. /
Studentul/absolventul isi asuma responsabilitatea pentru sarcini concrete in
cadrul echipei de dezvoltare, respectand termenele si standardele stabilite.
RAC1.2 The student/graduate follows collaborative work rules (version control,
naming conventions, QA guidelines), contributing to the project’s coherence. /
Studentul/absolventul respecta regulile de lucru colaborativ (versionare, naming
conventions, reguli de QA), contribuind la coerenta proiectului.

RAC1.3 The student/graduate assumes responsibility for documenting their own
progress and reporting emerging issues. / Studentul/absolventul isi asuma
responsabilitatea pentru documentarea progresului propriu si raportarea
problemelor aparute.

RAC1.4 The student/graduate demonstrates autonomy in exploring and using
production tools to complete assigned tasks. / Studentul/absolventul
demonstreaza autonomie in explorarea si folosirea uneltelor de productie pentru
a finaliza sarcinile delegate.

RAC2 The student/graduate demonstrates honorable and responsible behavior
in the spirit of ethics, law, and academic integrity, in order to uphold the
reputation of the profession. / Studentul/absolventul manifesta un comportament
onorabil si responsabil, in spiritul eticii, legii si integritatii academice, in vederea
sustinerii reputatiei profesiei.

I:inalitégi:

bsolventii programului de studii universitare de master vor accesa urmatoarele ocupatii posibile conform Clasificarii Ocupatiilor din Roméania ISCO-08:

2513.1 (ESCO) - Digital games developer
2513 (ESCO) - Web and Multimedia Developers
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Pentru seria de studenti 2025-2027

ANUL 11 (2026-2027)

SEMESTRUL 3

SEMESTRUL 4
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M0282503c4 | 6 [ E [ 28] o 28 o] [oc] o L [ [ T T T T T ]
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DISCIPLINE OPTIONALE
Pentru seria de studenti 2025-2027

ANUL | (2025-2026)

SEMESTRUL 1 SEMESTRUL 2
Optional 1/ Optional 1
Applied Video Game Architecture and Design Patterns / Arhitectura jocurilor
o1 video si designul sabloanelor
L T [ [ [ ] Mozs250253:01 | 5 | E [ 28 [ o [z ] o[ Jos]eo
Optional 1/ Optional 1
02 Sound and Music for Games / Sunet si muzica in jocuri
| [ [ [ [ [ [ ] M2s250253.02 | 5 | E [ 28 [ o [2s] o] Jos]eo
Optional 2 / Optional 2
03 Al Fundamentals in Games / Fundamente de inteligenta artificiala in jocuri
| [ [ [ [ [ [ 1 M0282502C403 | 5 | E J28 [ o [2s] o] Joc]eo
Optional 2 / Optional 2
04 2D Art in Games / Arta 2D in jocuri
L T [ [ [ ] mozs2502c404 | 5 | E [ 28 [ o [z ] o] Joc] eo
05
| [ [ [ [ [ [ ] | [ [ [ [ [ ] ]
06
| [ [ [ [ [ [ 1 | [ [ [ [ [ ] ]
07
L T [ [ [ ] L 1 T [ [ [ ]
08
| [ [ [ [ [ [ ] | [ [ [ [ [ ] ]
09
. [ [ [ [ [ [ 1 | 1 [ [ [ [ T 1
10
L T [ [ T ] L T T [ [ T ]

Observatii: (*) - discipline optionale activate in anul univ. 20__-20__




DISCIPLINE OPTIONALE
Pentru seria de studenti 2025-2027
ANUL Il (2026-2027)

SEMESTRUL 3 SEMESTRUL 4
Optional 3 / Optional 3
Interactive Entertainment, Science, and Healthcare / Medii interactive in
o1 divertisment, stiinta si sanatate
Mo282503F201 | 6 [ E [28 [ o [28] o [ JoF] o4 | N A A N
Optional 3 / Optional 3
02 Multimodal Interaction / Interactiune multimodala
Mo282503F202 | 6 | E [ 28 [ o [ 28 [ o | | oF | o4 H H H [ [ [ [ H H
Optional 4 / Optional 4
03 Graphics and 3D Rendering / Grafica si redare 3D
M02675030 | 6 | € [0 | 0 [ 26 [ 0 | Joc] os [ T T T T T T ]
Optional 4 / Optional 4
04 3D Modeling - 3D Art in Games / Modelare 3D - Arta 3D in jocuri
M028.25.03.C3-04 | 6 | E [ 28 | o [ 28 [ o | | oc | o4 H H H { { { { H H
Optional 5 / Optional 5
Multi-actor Systems and Crowd Simulation / Sisteme multi-actor si simularea
05 multimilor
mo282503c405 | 6 | E [ 28] o [2s ] o] Joc] e L [ [ T T T T T ]
Optional 5 / Optional 5
Marketing and Business in Games Industry / Marketing si business in industria
06 jocurilor
M02s2503.C406 | 6 | E [ 28 [ o J2s] o[ [oc]oes . [ T [ [ [ ]
07
| N N A A N . [ T T T T T T 1
08
[ T T [ T T T ] L [ [ T T T T T ]
09
. [ T [ [ [ 1 . [ T [ [ [ ]
10
1 T T [ T T T 7 L T T [ T T T 7
Observatii: (*) - discipline optionale activate in anul univ. 20__-20__
Legenda
o Exemplu
Nume checiplina Tehnologii avansate de masurare
Cod H nc { FE { c { s { ] { p ‘VAp‘ CF XVPI M170.17.01.V1 H 8 | E H 28 | 0 | 28 | 0 H 49 ‘ DC ‘ 50

Cod = cod disciplina
nc = nr.credite transferabile
FE = forma de evaluare
FE € {E, V, C}
E=examen
V=verificare
C=colocviu
c=nr.ore curs/semestru
s=nr.ore seminar
I=nr.ore laborator
p=nr.ore proiect

VAp- volum de ore necesar activitatilor partial asistate

CF=categorie formativa careia ii apartine disciplina
CF={DF, DS, DC}
DF - disciplina fundamentala
DS - disciplina de specializare

DC - disciplina complementara

VPI = volum de ore necesar pregatirii individuale pentru un semestru de 14 sapt. plus 4
sapt. de sesiune

VAi- volum de ore necesar activitatilor integral asistate=c+s+l+p

VA - volum de ore necesar activitatilor integral asistate si al celor asistate partial
=VAi+Vap

VCA - volum de ore cumulat al tuturor activitatilor = VA+VPI
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DISCIPLINE FACULTATIVE
Pentru seria de studenti 2025-2027
ANUL | (2025-2026)

SEMESTRUL 1 SEMESTRUL 2
Non-compulsory subject / Disciplina facultativa
01 Volunteering / Voluntatiat
[ | [ [ [ [ M028.25.02f1001 | 2 | ¢ | o [ o [ o [ 28 | | [ 22
02
[ [ [ [ [ [ [ [ [ [ [ [ [ [ [
03
[ [ { { [ [ [ [ [ { { { { [ [
04
[ [ [ [ [ [ [ [ [ [ [ [ [ [ [
Observatii:
DISCIPLINE FACULTATIVE
Pentru seria de studenti 2025-2027
ANUL Il (2026-2027)
SEMESTRUL 3 SEMESTRUL 4
Non-compulsory subject / Disciplina facultativa
01 Volunteering / Voluntatiat
| [ [ [ [ [ M028.2504f1001 [ 2 | ¢ | 0 [ 0 [ 0 [ 28 | [ [ 22
02
[ [ [ [ [ [ [ [ [ [ [ [ [ [ [
03
[ [ [ [ [ [ [ [ [ [ [ [ [ [ [
04
[ [ [ [ [ [ [ [ [ [ [ [ [ [ [
Observatii:
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